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AGENT OF SHAUKU: DONATO GIANCOLA 


The Prophecy set introduces several new mechanics and themes, and 


reshapes the Magic game with a new win condition. 


he introduction of the Prophecy set 
means that there are seven sets legal for 
Standard play. Traditionally, as more 
cards become tournament legal, control and 
combo decks gain more special cards and 
become stronger. This always happens just 
before a block rotates out. Now is the best time 
to look at all the strong cards from the two legal 
blocks and use them together to create new 
combo decks. 

With its many powerful, expensive, rare cards, 
Prophecy changes the rules for Limited decks. 
Obviously, you can’t include too many high-cost 
cards in your deck, but a legendary Spellshaper, 
a Wind, or an Avatar can single-handedly win 
you the game. Keep their high costs in mind if 
you discard spare lands to Spellshapers. You 
may end up having to discard your nine-mana 
Wind to a Spellshaper because you don’t have 


enough lands left to play it. Fortunately, all 
the Avatars have alternative play costs that are 
likely to occur in Limited play. If you suspect 
that your opponent has one of these powerful 
rares, try to keep a solution in your hand. A 
strong creature-destruction card or a Rethink 
may be all you need. 

The high-cost spells in this set immediately 
bring Dream Halls to mind. Dream Halls is only 
legal in Type 1 and, even in that format, it’s 
restricted. There are other decks that can 
support expensive spells. Voltaic Key decks 
with lots of artifact mana could use many of 
the new cards effectively. 

Prophecy is probably the strongest set in the 
Masques block, and it promises to change the 
field of Magic once again. Many of the themes 
first introduced in Masques are now developed 
fully, allowing new strategies to rise to the top. 
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Strange Winds Blow 

There is one rare Wind card in each color. 
They each cost nine mana to play, and 
they’ll almost always win you the game, 
especially in Limited play. The strongest 
Wind card—especially in Limited—is the 
black one, Plague Wind, which destroys all 
of your opponent’s creatures. White’s 
Blessed Wind is perhaps the weakest: it 
resets target player’s life total to 20. 
Blessed Wind could be very powerful in a 
Yawgmoth’s Bargain deck, however. | 
expect a new version of Bargain containing 
Blessed Wind and Tooth of Ramos to 
appear with the arrival of the Prophecy set. 


The Rhystics Arrive 

There are eight spells and one land with the 
new “rhystic” designation. All of these 
cards—plus several cards that also have 
similar effects but don’t have rhystic in their 
names, like Wild Might—share a common 
mechanic. This new mechanic is that the 
spell works properly unless a specified 
player pays a set amount of mana. Two of 
the best rhystic cards are Rhystic Lightning 
(a cheaper version of Lightning Blast) and 
Rhystic Tutor (just like Demonic Tutor as 
long as your opponent can’t afford to pay 
2). Rhystic Lightning suffers less from the 
rhystic drawback because it’s an instant, 
and even if your opponent has mana avail- 
able, it still deals 2 damage. For years play- 
ers have tried hard to use all their available 
mana every turn. Rhystic cards change this 
important dynamic by punishing players for 
using all their mana. 


A New “Free” Spell in Each Color 

There’s a spell in each of the five colors 
that allows you to discard an appropriate 
land instead of paying the mana cost. 
Groundskeeper works well with these 
spells. They’re all strong but the green 
one is more Suited to Limited than 
Constructed play. 


Avatars in Each Color 

Avatars all cost eight mana to play normally, 
but each has a condition that allows you to 
pay only two colored mana to play it. Most 
of the Avatars have an evasion ability, and 

a few of them have an additional ability. 
The green Avatar has trample instead of 


evasion, and the least useful alternative 
play cost. On the other hand, it’s the largest 
at 8/8, and green is the color most likely to 
play its Avatar. The black Avatar seems 
quite strong because it can destroy any 
creature in play that it can legally target. 


An Alternative Win Condition 

Celestial Convergence twists the rules by 
introducing a new way to win the game. 
Seven turns after Celestial Convergence 
comes into play, the game ends. The player 
with the highest life total at that point is the 
winner. This card has the potential to 
change the way the game is played and give 
lock decks a quicker way to win. 


A Legendary Spellshaper in Each Color 
The legendary Spellshapers all cost five 
mana to play, and they’re all 3/3 creatures. 
Their activation cost includes discarding 
two cards, but their abilities make it worth- 
while. Every one of the legendary 
Spellshapers is strong, but my favorite is 
the white one, Mageta the Lion. You can 
activate Mageta to destroy all other crea- 
tures. Like all the other Spellshapers, the 
legendary Spellshapers work well with 
Squee and with Groundskeeper. 


Prophecy’s Answers to Rebel Decks 
There are other themes developed in the 
Prophecy set that aren’t covered here, but 
no introduction to the set would be com- 
plete without mentioning the answers 
Prophecy provides to the Rebel decks that 
have been getting out of control lately. 

Brutal Suppression (red enchantment) 

Mageta the Lion (white creature) 

Outbreak (black sorcery) 

Bog Elemental (black creature with 

protection from white) 

Rebel Informer (black Rebel creature) 

The most interesting of these cards is 
the Rebel Informer. Although it’s a black 
creature, it’ll probably be seen most often 
in white Rebel decks because it can be 
recruited just like any other Rebel card. 
| expect these anti-Rebel cards to shift the 
metagame away from Rebels just enough 
to keep the format interesting. 
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Defend Yourself to Victory 


The story of white recently has been one of 
Rebels. With the Prophecy set, white got a few 
more good Rebels. Rebel decks will also benefit 
from the introduction of Rebel Informer when 
playing a mirror match. Rebel decks that include 
Rebel Informer will have an advantage over other 
Rebel decks. 

The Rebels in this set are more defensive 
than those in previous sets. Shield Dancer and 
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Sword Dancer are both great defenders if you 
have enough mana to use them. Rebel Informer, 
a black card that you can recruit with your 
Rebels, is the ultimate anti-Rebel card—if you 
have the mana to use it. If you’re playing Rebels, 
| recommend using Wave of Reckoning or 
Masticore to deal with your opponent’s Rebel 
Informers, since the Informer can’t be the target 
of white spells or abilities. Running your own 
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ENTANGLER: DOUG ALEXANDER 


Rebel Informers will also help, but you’ll need a 
lot of mana. 

White gained some of the best cards for spe- 
cific decks or for use against specific decks, but 
it gained few cards that would be good in any 
deck. The best examples of Prophecy’s strength 
against certain decks are Aura Fracture and 
Abolish, which excel against narrow strategies or 
combo decks. 


LIMITED 


MAGETA THE LION: There is no doubt that an 
active Mageta will quickly 
dominate the board and win 
you the game in any Limited 
format. If you know your 
opponent has a Mageta, 
sideboard in all of your crea- 
ture removal. If you draw 
something to deal with 
Mageta, try to hold it in your 
hand until Mageta makes it in 
to play. 


Mageta the Lion 3 
Creature—Spellshaper Legend 3/3 

2% *, &, Discard two cards from your 
hand: Destroy all creatures except for 
Mageta the Lion. Those creatures can’t 
be regenerated. 


\ In the jur 


JEWELED SPIRIT: This creature with 
flying is powerful in Limited formats. Very 
few cards can deal with Jeweled Spirit. If 
your opponent’s on the offensive with 
Jeweled Spirit, your best bet is to keep 
attacking, hoping to beat your opponent 
before he or she defeats you with the 
Spirit. If your opponent’s on the defensive with 
Jeweled Spirit, you should also stay on the 
defensive most of the time. 

Jeweled Spirit 3 

Creature — Spirit 3/3 

Flying, Sacrifice two lands: Jeweled Spirit gains protection 
from artifacts or from the color of your choice until the 
end of the turn. 


SHIELD DANCER: Shield Dancer is one of the best 
ground defenders. The only creatures that get 
past a Shield Dancer will be those with protec- 
tion from white. Fortunately, if you face some- 
one who has one of these great defenders, you 
can turn to some of the better flying creatures 
to get around the Shield Dancer. 

Shield Dancer 2 

Creature — Rebel 1/3 

2%: The next time target attacking creature would deal 
combat damage to Shield Dancer this turn, that creature 
deals that damage to itself instead. 


AVATAR OF HOPE: This is another great defender, 
and if you lose a bunch of life quickly, it might 
be enough to save you. With its alternative play 
cost, it is a good answer to any non-red aggres- 
sive deck. 


Avatar of Hope 6% 

Creature —Avatar 4/9 

Flying. If you have 3 life or less, Avatar of Hope costs 6 
less to play. Avatar of Hope may block any number of 
creatures. 


MERCENARY INFORMER: Even if your opponent 
has no Mercenaries, this isn’t a bad creature. If 
your opponent is playing Mercenaries, this card 
is amazing. Keep an eye out for it when drafting, 
especially if you’re playing black or white. 


: 

F 

} 

Mercenary Informer 2% 

Creature —Rebel Mercenary 2/1 

: Mercenary Informer can’t be the target of black spells or 
abilities. 2 *: Put target Mercenary card on the bottom of 

its owner’s library. 


Mageta Control 


Creatures (12) 2 Wave of Reckoning clear board and attack. This deck is 

2 Avatar of Hope 4 Well of Discovery very strong against the creature- 
4 4 Mageta the Lion 4 Wrath of God based strategies that are popular in 

2 Staunch Defenders Standard play right now but has a 
4 Wall of Glare Lands (24) much harder time against creature- 

4 Forbidden Watchtower less strategies like Yawgmoth’s 

Spells (24) 1 Rol Haven Bargain. Dedicate your sideboard to 

r 2 Ppolish 4 Rishadan Port beating creatureless decks. Note 

: , Atl . 15 Plains that the selected enchantment- 

; a AME Mageta the Lion provides contre! destroying cards work even if you’re 


2 Powder Keg 
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decks with a powerful new way to 
deal with creatures. After Mageta 


Clics, 


CONSTRUCTED 


ABOLISH: Abolish tops the list because it offers 
a chance to disrupt combo decks, like Illusions 
of Grandeur/Donate. Against slower decks, 
Abolish is as good as Disenchant most of the 
time. Against fast combo decks, Abolish’s 
alternative play cost means you can tap out to 
play creatures while retaining the ability to 
destroy artifacts and enchantments. 
Abolish 
Instant 
You may discard a plains from your 
hand instead of paying Abolish’s 
mana cost. 
Destroy target artifact or enchantment. 


1 ee 


MAGETA THE LION: Mageta is 
the white legendary Spellshaper. 
Mageta can single-handedly 
wreck a creature-based strategy if 


| You may discard a v1,: ou can get it out early enough. 
instead of paying abot fom YOUur hand ‘ ds like Chimeric Id d 
Pies target artifact or se aah args ahaa eg ps hb 
Be IS war p nt. ° 
poe diesel nthe Young mages } Forbidden Watchtower work well 


ecame 
Often at 8reat cost, 


with Mageta because they can 
avoid Mageta’s destructive powers. 


Mageta the Lion 3 
Creature—Spellshaper Legend 3/3 
2%, =, Discard two cards from your 
hand: Destroy all creatures except for Mageta the Lion. 
Those creatures can’t be regenerated. 


SHIELD DANCER: Shield Dancer is a strong, defensive 
Rebel. Including one Shield Dancer in your Rebel 
deck means that if you need to go on the defen- 
sive, you’ll have one more option for doing so. 
Recruiting a Shield Dancer out of your deck after 
your opponent’s attack can make for surprise kills 
of large creatures like Delraich or Avatar of Might. 


Shield Dancer 2% 

Creature—Rebel 1/3 

2%: The next time target attacking creature would deal 
combat damage to Shield Dancer this turn, that creature 
deals that damage to itself instead. 


AURA FRACTURE: Aura Fracture is like Abolish in that 
it lets you tap out to play more creatures while 
still maintaining your ability to disenchant your 
opponent’s enchantments. Opponents playing 
combo decks like Illusions/Donate or Yawgmoth’s 
Bargain must destroy Aura Fracture before they 
can attempt their combo. 


Aura Fracture 29% 
Enchantment 
Sacrifice a land: Destroy target enchantment. 


AVATAR OF HOPE: Avatar of Hope’s alternative play 
cost, along with its ability to block any number of 
creatures, make it a good card in a defensive 
deck. Its weakness is that if you rely on it to save 
you once you reach 3 life, you may be surprised 
by a creature-removal spell or direct damage. 


Avatar of Hope 6 

Creature — Avatar 4/9 

Flying. If you have 3 life or less, Avatar of Hope costs @: less 
to play. Avatar of Hope may block any number of creatures. 


destroys all of the other creatures in 
play, it can take advantage of the 


tapped out from Chimeric Idol or 
Well of Discovery.This deck contains 


Creature (14) 51% 
Local Enchantment (3) 11% 
Global Enchantment (5) 18% 
instant (4) 16% 
Sorcery (1) 4% 


All cards listed in order of increasing mana cost. 
Creatures 


Glittering Lynx Ed 
Sword Dancer 1 * 
Glittering Lion 2% 
Mercenary Informer 2% 
Mine Bearer 2% 
Shield Dancer 2% 
Soul Charmer 2% 
Troubled Healer 2% 
Diving Griffin 1 *¥ 
Trenching Steed 3% 
Reveille Squad 2% * 
Mageta the Lion 3K 
Jeweled Spirit 3 
Avatar of Hope 6 
Local Enchantments 
Flowering Field 1% 
Mageta’s Boon 1 * 
Entangler 2% 
Global Enchantments 
Sheltering Prayers * 
Aura Fracture 2% 
Samite Sanctuary 2% 
Celestial Convergence 2% 
Rhystic Circle 2 ** 
Instants 
Rhystic Shield 1% 
Abolish 1 ** 
Mirror Strike 3% 
Excise X%* 
Sorceries 
Blessed Wind 7** 


Mageta Control Mana Curve 


10 global creature-destruction 
spells (Wrath of God, Mageta, and 
Wave of Reckoning). Wall of Glare 
and Avatar of Hope can block 
multiple creatures, thus tempting 
your opponent to overextend him- 
or herself. Meanwhile, your 
Forbidden Watchtower, Kor Haven, 
and Chimeric Idol scoff at global 
creature-destruction spells. 
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if your opponent spends two mana 


to play an Avatar and you play Rethink 
on it, your opponent must pay 
eight mana, not two. 


Speed Comes to Blue 
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SPIKETAIL DRAKE: With the game- 
winning rares that appear in 
Nemesis, countermagic has 
become very important. 
Spiketail Drake is a great 
beatdown creature that 
can stop expensive, game- 
winning rares like the Winds 
and the legendary Spell- 
shapers. Because most of the 
great cards are expensive to 
play, Spiketail Drake is a great 
deterrent. 


Spiketail Drake 366 
Creature — Drake 3/3 
Flying. Sacrifice Spiketail Drake: 
Counter target spell unless its controller 
pays 3. 


STORMWATCH EAGLE: Stormwatch Eagle c 
is a hard-to-kill flying creature. After a 
assigning combat damage, you can 
return Stormwatch Eagle to your hand 
so that it lives while your opponent’s creature 
dies. The common Stormwatch Eagle, along 
with the common Withdraw, make blue very 
strong in Prophecy Limited play. 


Stormwatch Eagle 3e¢ 

Creature — Bird 2/4 

Flying. Sacrifice a land: Return Stormwatch Eagle to its 
owner’s hand. 


RETHINK: | rated Rethink highly because it 
can stop your opponent from playing game- 
breaking cards. It requires only one blue mana 
to play, making it easy to include in many 
Limited decks. Rethink is also a common, So try 
to get one or two in case your opponent has 
some strong cards you need to stop. Because 
players are saving their extra lands to discard 
to Spellshapers, you can almost always use 
Rethink to counter important spells. 


7 Instead of payin 
: Counter target 


Rethink 26 

Instant 

Counter target spell unless its controller pays x, where X 
is its converted mana cost. 


WITHDRAW: Withdraw is even better in Limited 
than in Constructed play because it’s so useful 
in the combat phase. Keep in mind that the sec- 
ond creature you target can be your own, and 
the best time to do that is when one of your 
creatures is about to be destroyed. 


Withdraw té 

Instant 

Return target creature to its owner’s hand. Then return 
another target creature to its owner’s hand unless its 
controller pays 1. 


WINDSCOUTER: A 3/3 creature with flying for 3 ¢ 
is a great deal. It has a fairly significant disad- 
vantage, but even So it’s an excellent card. Take 
advantage of Windscouter’s ability by attacking 
or blocking with it just before playing Wrath of 
God or activating Nevinyrral’s Disk. Another trick 
is to attack then replay Windscouter so that you 
can block during your opponent’s turn. 


Windscouter 36 

Creature —Ship 3/3 

Flying. Whenever Windscouter attacs or blocks, return it 
to its owner’s hand at the end of combat. 


CONSTRUCTED 


FOIL: Foil gives Standard players an answer to 
fast combo decks. Foil is no better than Rewind 
or Thwart, but if you must counter a turn-two 
Rector and you've played only one land, then 
you want Foil in your hand. Foil definitely 
causes card disadvantage, but it’s one way 
to ensure that Yawgmoth’s 
Bargain decks don’t win in the 
first few turns of the game. 


Foil 2¢¢ 

Instant 

You may discard an island and another 
card from your hand instead of paying 
Foil’s mana cost. Counter target spell. 


RETHINK: Rethink is a nice, 
splashable counterspell, and it 

costs only three mana. Right now 

there is no three-mana counter- 
spell that’s legal in Standard play. 
This gives those who play blue a 
good turn-three play. Most game- 
winning or card-advantage spells in 
Standard have a high mana cost. 

This makes Rethink a good spell for 

disrupting your opponent’s deck. 


Spell, 


Rethink 2 

Instant 

Counter target spell unless its controller pays X, where X is 
its converted mana cost. 


HEIGHTENED AWARENESS: Heightened Awareness 
doesn’t fit in every deck, but it’s amazing in some. 
How would you like to draw an extra card every 
turn without spending any extra mana? It’s down- 
side is easily avoided; just wait till your hand is 
empty before playing it. Having to discard your 
hand discourages packing a lot of counterspells, 
however. Another great thing about Heightened 
Awareness is that it’s cumulative. With a few of 
these out, you should be unstoppable! 


Heightened Awareness 3¢¢ 
Enchantment 

As Heightened Awareness comes into play, discard your 
hand. At the beginning of your draw step, draw a card. 


AVATAR OF WILL: The Avatar of Will is powerful 
because its alternative play cost is fairly easy to 
meet. Many aggressive strategies will empty your 
opponent’s hand as quickly as possible, and if you 
help the process out a little with Stupor or Duress, 
then Avatar of Will could see play as early as turn 
four. Unfortunately, this is the weakest of all the 
Avatars physically—a mere 5/6 flyer. 


Avatar of Will 6¢t 

Creature —Avatar 5/6 

Flying. lf an opponent has no cards in hand, Avatar of Will 
costs 6 less to play. 


WITHDRAW: Most players avoid cards like 
Boomerang and Unsummon because of their 
inherent card disadvantage. Withdraw is much 
more versatile and disruptive. An obvious use for 
Withdraw is to return the first two creatures your 
opponent plays to his or her hand. Blue decks can 
use this extra time to establish control of the 
board with cards like Treachery and Morphling. 
Withdraw ¢¢ 
Instant 
Return target creature to its owner’s hand. Then return 


another target creature to its owner’s hand unless its con- 
troller pays 1. 


Creature 
Local Enchantment 
eo 


Sorcery 


48% 
7% 
18% 
11% 
16% 


Creatures 


Hazy Homunculus 
Spiketail Hatchling 
Quicksilver Wall 
Ribbon Snake 

Gulf Squid 
Stormwatch Eagle 
Windscouter 
Troublesome Spirit 
Coastal Hornclaw 
Alexi, Zephyr Mage 
Spiketail Drake 
Shrouded Serpent 
Avatar of Will 


Local Enchantments 


Alexi’s Cloak 
Sunken Field 


Global Enchantments 


Excavation 

Overburden 

Rhystic Deluge 

Rhystic Study 
Heightened Awareness 


instants 


Withdraw 
Rethink 
Foil 


Sorceries 


¢¢ 


Mana Vapors 
Psychic Theft 
Rhystic Scrying 
Denying Wind 


1 ¢ 
1¢ 
2¢ 
1¢@¢ 
3¢ 
3e 
3¢ 
2¢6 
4¢ 
3¢¢ 
3¢@¢ 
4¢e¢ 
6¢¢ 


le 
1 ¢ 


1 ¢ 
1¢ 
2¢ 
2.6 
3¢¢ 


¢¢ 
2¢ 
2e¢ 
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_ The best Magic decks are extremely 


focused and have 4 Purpose for every 
card. Many professional Players express 
| this idea as the deck’s “synergy.” Mike 
Donais gives a tournament-worthy 
example of deck Synergy in “Well of 
Discovery” on page 62, 


CONSTRUCTED 


RHYSTIC TUTOR: Rhystic Tutor hits the tourna- 
ment scene as the most versatile tutor. The 
card’s rhystic designation means that the oppo- 


LIMITED 


FEN STALKER: This is one of the 
most interesting aggres- 
sive commons in the 


Black 


Creatures (45) os 
Focal Enchantment |. rm 


fen Stalker = ee 


Prophecy set. Fen Stalker is nent can pay 2 to stop its effect, but it’s not a (2) Th 
nearly unblockable, and uncommon for an opponent to tap out early in jastant : (1) ae 
when you're punishing your the game to play aggressive spells, making Sorcery | oS (7) — 27% 


opponent every turn with it, Rhystic Tutor a powerful early draw. 

his or her only hope is to : Pes RhysticTutor 2 

start attacking and race you 4 “phystic Tutor =: ee Sorcery 

to o life. ei me : Unless any player pays 2, search your 
fos : Creature — ‘ : way library for a card, put that card into 
Creature —Nightstalker 3/2 : your hand, then shuffle your library, 


Fen Stalker can’t be blocked except REBEL INFORMER: This black 
by artifact creatures and/or black card might actually see more play 
creatures as long as you control no in white decks than in black 
oF decks. White Rebel decks are 

PIT RAPTOR: This flyer is very hard j likely to use this card to defeat 
to stop, but its upkeep will pre- j ae anv Dlaver pays 2, ee = other Rebel decks. If you have 
vent players from using Dark Ritual to | your ie te ard hata a @@ enough mana, you can even use 
bring it into play too early. Rebel Informer after blocking to put 
Pit Raptor a 222 itself on the bottom of your library. 
Creature — Mercenary 4/3 That way, you can repeat the process 
Flying, first strike. At the beginning of again next turn. This gives white a 
your upkeep, sacrifice Pit Raptor unless defense against creatures with pro- 
ee tection from white. 

PLAGUE WIND: Plague Wind will almost always win Roki intorce: 1S 
you the game as soon as you play it. Suddenly, _ Creature Mercenary Rebel 1/2 
all of your creatures are free to attack, and your Rebel Informer can’t be the target of white spells or abili- 


opponent has lost all offense and defense. ties. 3: Put target Rebel card on the bottom of its owner's 
library. 
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All bands listed i in order or increasing mana cost. 
_ Creatures | 


When facing Plague Wind, if you have any _ ‘Agent of ah? ae 

Rethinks (a2 common) in your sideboard, you'd GREEL, MIND RAKER: Greel produces one of the only . Nakaya Shade 

better put them in, even if you're not playing discard effects that can be used during your oppo- | Plague Fiend 

blue—just add a few islands. nent’s turn. This means that you can force your 7 

— 8 oo oe . Whipstitched Zombie 

Plague Wind . 19¢ | __ opponent to discard the card he or she has drawn a li d 

Sorcery \@emeee | _before he or she can playit. If you're playinga _ . Bog Glider a 

Destroy all creatures you don’t control. They can’t be 8 Greel deck and plan to use it every turn, then a Chilling Aopen « 

feeneratcd you'll need to include Squee; otherwise, the acti- Death Charmer — 
AVATAR OF WOE: Avatar of Woe is great. It’s hard vation cost will be too expensive to pay each turn. Rebel Informer — 


Wall of Vipers 


to destroy, it can destroy almost any creature, Greel,MindRaker 388 : 
and it can attack for some serious beatdown. Creature —Spellshaper Legend aa Fen Stalker 
There are very few cards that can stop the x ®, , Discard two cards from your hand: Target player Pit Ra ptor 

_ Avatar. Keep in mind that Rethink makes the _ discards X cards at random from his orherhand. Bog pe . 

© person who played the Avatar pay an additional fed | AVATAR OF WOE: Avatar of Woe is probably the best _. _ Coffin Puppets _ 
y 8 evenifheorshe paidonly®#toplayit. lf © & of the Avatar cycle for several reasons. Its alterna~- = 

7 your opponent plays an Avatar of Woe, your | tive play condition will occur frequently in long - Greel, Mind Raker | 
best bet is to go on the offensive. Your oppo- | games. This Avatar’s ability is very strong; it can : _ AvatarofWoe 
nent will probably win inthe longrunduetothe tap to destroy any creature in play that can legally . Local Enchantments 
Avatar’s creature destruction ability, so try to be the target of its ability. The Avatar would fit - Greel’s Caress 


quicken the pace of the game. 

Avatar of Woe 6S 

Creature — Avatar 6/5 

if there are ten or more creature cards total in all grave- 
_yards, Avatar of Woe costs 6 less to play. Avatar of Woe 

can’t be blocked except by artifact creatures and/or 

black creatures. 

&: Destroy target creature. It can’t be regenerated, 


COFFIN PUPPETS: Coffin Puppets makes the list 
just because it’s a good 3/3 creature. It can be 
traded card-for-card for enemy creatures, and it 
just keeps coming back. Note that you can only 
use it during your upkeep, so don’t try to trick 
your opponent by bringing a surprise blocker 
into play. 
Coffin Puppets 32 
Creature—Zombie 3/3 
Sacrifice two lands: Return Coffin Puppets to play. Play 
this ability only during your upkeep, only if Coffin 
Puppets is in your graveyard, and only if you control 
a swamp. 


well in a Survival of the Fittest deck; it could be 
played easily after filling your graveyard, or you 
could use Recurring Nightmare to get it into oy 
AsirohWoee te 

Creature — Avatar 6/5 
if there are ten or more creature cards total i in all graveyards, 
Avatar of Woe costs © less to play. Avatar of Woe can’t be | 
blocked except by artifact creatures and/or black creatures. 
$: Destroy target creature. it can’t be regenerated. 


BOG ELEMENTAL: Bog Elemental i isa very — card , " 
against Rebels. Once Bog Elemental hits the © — Despoil 
_ table, the Rebel deck has onlyafewturnsleft. [| | (ati | 
_ Rebel decks will need to include artifact creatures Outbreak 
to deal with Rebel Informer and Bog Elemental. 
j Grealue Cement S 5/4 4 
Protection from white, At the beginning of your upkeep, 
sacrifice Bog Elemental unless you sacrifice a land. 


: _ Noxious Feld . — & 
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 Endbringer’s Revel = & 
Infernal Genesis 


=, 


“Plague Wind 
_ Sy Soul ee 


ai Genesis Mana Carve 


Crossroads are two ofthe other __ 


Infernal Genesis cards that could be used in this 
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.  Creatures(9Q) _ deck. The deck needs alotofmana __ 
' x 3 Avatar of Woe - Lands (22) to make use ofits expensive but = 
: «3 Greel, Mind Raker 2CityofBrass powerful cards. The abundanceof t 
_ - _ 3Masticore — 4 eco River expensive spells ensures that you _ 
_ - Spells (29) 8 Island can almost always move one to the 
—.. + Siatostony 10 Swamp — top of your library before Infernal _ 
a Dark Ritual = Genesis resolves. Greel works with | 
a > : Duress _ ~ , : i infernal Genesis works best with allthe manaaccelerationbecause 
= Monolith | | cards that allow you to manipulate © it will often be played on turn i 
a lofenai Genesis | ks top of your library. Brainstorm, three, which means that on turn” 
i 3 Plague Wind _Rhystic Tutor, and Soothsaying do four its ability can be used to 


-2Soothsaying 


4 Rhystic Tutor 


| that. Dream Cache and Haunted 


empty your opponent's hand. — 
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It’s Just a Little More Beatdown 


Prophecy’s red cards emphasize the rhystic 


With all the expensive, powerful creatures in 
the set, Search for Survivors is one particular 
red card that becomes very interesting. It seems 


ate 


tapped out, and several red cards beco 
stronger when your opponent's tapped out 
Rhystic cards could speed up play because 
there are fewer decisions to be made when one past, so the card’s effect is not without prece- 


or both players are tapped out. This theme also dent. Search for Survivors seems a little weak 


reminds me of playing with Cursed Scroll—in to rely on in a reanimation deck, but it might be 
return for a little more beatdown, you sacrifice useful if you have exceptional control of your 
any chance to surprise your opponent. graveyard. 
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REPOS, 
BecerauCnGts 
Deut 


Creatures (45) 
3 Branded Brawlers 
3 Flowstone Overseer 
3 Molten Hydra 
2 Ridgeline Rager 
4 Spur Grappler 
Spells (21) 
4 Chimeric Idol 
4 Citadel of Pain 
2 Powder Keg 
4 Rhystic Lightning 


aeabialane 
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LIMITED 


Flameshot is flexible 
creature control. In addi- 
tion, because it can be 
used against multiple 
targets, it has a good 
chance of generating card 
advantage. Its alternative 
play cost is relatively cheap 
and provides the card with a 
lot of flexibility. 

Flameshot 3e 
Sorcery 

You may discard a mountain from 
your hand instead of paying 
Flameshot’s mana cost. Flameshot 
does 3 damage divided as you choose 
among any number of target crea- 
tures. 


it’s cheap, 
instant creature removal—and in 
Limited, that means it’s a good card. 
Rhystic Lightning could also be used 
for the finishing blow if the oppo- 
nent’s life total is low. 
Rhystic Lightning 22 
Instant 
Rhystic Lightning deals 4 damage to target creature or 
player unless that creature’s controller or that player pays 
2, fhe or she does, Rhystic Lightning deals 2 damage to 
the creature or player. 


In Limited, this card can some- 
times be played with its reduced mana cost, but 
no matter how it gets on the table, it’s a game 
winner. lf an opponent plays the Avatar of Fury, 
you'll probably only have one chance to destroy 
it—if it gets to attack, you'll probably lose. Save 
cards like Snuff Out that can destroy the Avatar, 
and cards like Thermal Glider that can block it, 
until the last possible instant. 

Avatar of Fury bee 
Creature —Avatar 6/6 
Flying. If an opponent controls seven or more lands, 


Avatar of Fury costs 6 less to play. 
@: Avatar of Fury gets +1/+0 until end of turn. 


This legendary 
Spellshaper puts your opponent on a very short 
clock. Latulla is a lot like Stormbind, although 
Latulla is easier to destroy and more powerful 
while on the table. Latulla can even attack if the 
way is clear, and it can block if your opponent 
tries to overwhelm you. 
Latulla, Keldon Overseer 322 
Creature — Spellshaper Legend 3/3 
X @, », Discard two cards from your hand: Latulla, 


Keldon Overseer deals X damage to target creature or 
player. 


This card is a lot like a Rod of Ruin 
that requires the use of only one land to acti- 
vate. It can be very valuable in Limited play and 
can even finish off an opponent who's low on 
life. Most people don’t play land destruction in 
Limited, so Barbed Field won’t normally cost 
you card advantage. Even if someone disen- 
chants Barbed Field, you can destroy any 


one-toughness creature in play as a response. 


Barbed Field 22e 
Enchant Land 

Enchanted land has “«>: This land deals 1 damage to 
target creature or player.” 


CONSTRUCTED 


Rhystic Lightning is an 
instant, it costs only three mana, and it can often 
kill a Masticore or Chimeric Idol, since both crea- 
tures leave their controllers tapped out most of 
the time. 


Rhysticlightning 2e 
Instant 
Rhystic Lightning deals 4 damage to 
target creature or player unless that 
creature’s controller or that player pays 
2. if he or she does, Rhystic Lightning 
deals 2 damage to the creature or player. 


Flameshot is basical- 
ly an Arc Lightning that can be 
played by discarding a mountain 

instead of paying the mana cost. 
The other difference is that 
Flameshot costs 3 @ instead of 
Arc Lightning’s 2 @. This is another 
good card for a Groundskeeper 
deck, There are loads of potential 
Squee/Groundskeeper decks, and 
lots of players are trying to figure 
out which of them is the best version. 
Flameshot 32 
Sorcery 
You may discard a mountain from your hand instead of paying 


Flameshot’s mana cost. Flameshot does 3 damage divided as 
you choose among any number of target creatures. 


This is one of the strongest Avatars 
because its alternative play condition happens 
fairly often. Also, once the Avatar arrives, your 
opponent will usually be defeated in one hit. A 
flying, fire-breathing Avatar makes short work 
of anyone. 

Avatar of Fury 682 

Creature — Avatar 6/6 

Flying. ff an opponent controls seven or more fands, Avatar 
of Fury costs 6 less to play, 

@: Avatar of Fury gets +1/+0 until end of turn. 


The Citadel works very well with a 
lot of cards in the Prophecy set. There are many 
cards that improve if you are tapped out, and 
many cards that improve if your opponent is 
tapped out. The Citadel encourages both of those 
conditions. For an example of cards that work well 
with the Citadel, check out the deck in this article. 
Citadel of Pain is especially good as a sideboard 
card against blue control decks. 

Citadel of Pain 22 
Enchantment 
At the end of each player's turn, Citadel of Pain deals X 


damage to that player, where X is the number of untapped 
lands he or she controls. 


These are not for every red 
deck. Once in every few sets we get a new one- 
mana, two-power creature. Such creatures usually 
have a disadvantage to keep them balanced. | 
like Branded Brawlers best in red control decks 
because they make great blockers while the deck 
establishes control and great attackers if your 
opponent taps out. 


Branded Brawlers 2 

Creature — Soldier 2/2 

Branded Brawlers can’t attack if defending player controls 
an untapped land. Branded Brawlers can’t attack if you con- 
trol an untapped land. 
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Finally, Green Has It All 


The pew | Se gives green some great new 
creatures in both Limited and Constructed play. 
Green finally gets a spell that is comparable to 
Crusade—Thrive. Thrive puts a +1/+1 counter on 
X target creatures. Gaea’s Cradle is a great way 
to play this spell if you have a lot of creatures i in 
play. Green also gets a direct damage spell, 
Wing Storm. It may be used in Limited to deal 
the last few damage needed to finish off an 
opponent. Green’s Avatar (Avatar of Might) is” 
my least favorite Avatar because the alternative 
play cost is hard to meet without having a 
Pheldagriff, Blinking Spirit, or some other way to 


return creatures to your hand. One Prophecy card 
that | was happy to see was Elephant | 
Resurgence. This card gives each player a free 
hurgoyf. What could be more fun than buying 
your table a re “6 of puna 


“target of coals or abilities as tong as you control 
no greases lands. If an Lop nent plays Shock » 


to think of it as the Turtle pulling its head back 
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into its shell whenever you tap out. The second 
rules question concerns Living Terrain. Living 
Terrain er chants a land, turning it intoa 5/6 
green Treefolk creature that still counts as a 
land. The Treefolk can attack the turn that you 
play Living Terrain ifthe land was under your _ 
control at the beginning of your turn. This makes 
the card a bit better because you can often 
attack for 5 the same turn that you play it. 

Green turns out to be one Prophecy’s 


strongest colors in both Constructed and Limited 


play. Green received lots of great commons, as 
well as several game-winning rares. 


Paid 
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Creatures (30) © 
4 Deranged Hermit — 
1 Elvish Lyrist 
1 Jolrael, Empress of Beasts 
4 Llanowar Elves | 
4 Priest of Titania 
4RiverBoa : 
4 Rofellos, Llanowar Emissary 
4Silt Crawler 
4 Squirrel Wrangler 
Spells (10) 
4 Chimeric Idol 


; wirrel Beating . 
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4Rancor . 
-2Vitalizing Wind - 


‘Lands (20) 


4 Gaea’s Cradle 
16 Forest 


_ Treetop Villages could help this 

_ deck but they hurt Rofellos a little, 
and if Chimeric Idol is active, they 

- become less useful. This deck uses 

_ Gaea’s Cradle, Rofellos, and Priest 
__ of Titania to produce a lot of mana, 


Local Enchantment 
Global Enchantment 
Instant 


Creatures 
Spore Frog 
Marsh Boa | _ 
Pygmy Razorback _ 
‘VintaraSnapper 


Rib Cage Spider 
Darba 


Mungha Wurm 
Vintara Elephant 
Thresher Beast 


Spitting Spider _ 

Avatar of Might , 
Local Enchantments. 

-Jolrael’s Favor 

Verdant Field — 

Living Terrain 


Forgotten Harvest 
RootCage 

Dual Nature =, 

Instants 

Wild Might | 

Snag 

Vitalizing Wind 

‘Sorceries 

Elephant Resurgence 

Wing Storm 

Calming Verse 

Thrive : 


then uses that mana to play the 


more expensive spells like the 


Squirrel producers and, as a finale, 
Vitalizing Wind. This deck is 
designed to overpower other decks 
by playing lots of fast, powerful 
creatures and enhancing them with 
Rancor, Vitalizing Wind, or one of 


the Squirrel boosters. The four- and 


five-mana cards provide card 
advantage and beatdown, and work | 
great as finishers. 


Global Enchantments 


Silt Crawler - 


Jotrael, Empress “39 pear rie : 
e 6.-.: | i . 
Bk 


51% 


(3) a 
G) 11% 
(3) at 


QO a 


All cans listed in order of i increasing mana oe 
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“ENGINE” 

An engine is a small subset of cards that 
combine to produce powerful effects 
many turns in a row. The most common 
ype of engine is a card-drawing engine, 
and many versions exist. There are 
engines at the heart of most combo 
decks, but the two are not necessarily 
intertwined. Ideally, as in the case of the 
Well of Discovery engine, each of the 
cards is useful on its own. 


F no untap 


When yor 
you are ¢ 


nitro], Chimeric 
3 artifact creature 
After 
; Keldo 


& chimeric tdol 


Attacker 
"8 SMashed alf ; 


c d them, the 
‘nyamily 


| You may discard a plains from your hand 
instead of paying Abolish’s mana cost. 


Destroy target artifact or enchantment. 


t As war raged on, the young mages became 
+ more direct in their tactics, often at great cost. 


i Sacrifice a land: Destroy target 
enchantment. 


Famuraa’s rhystic mages treat magic 
| as their garden, uprooting unwanted 
| spells as bothersome weeds. 


Flying 


If an opponent has no cards in hand, 
Avatar of Will costs & less to play. 


Bog Glemen 


th 


reature 


Protection from white 


At the beginning of your upkeep, 
§ sacrifice Bog Elemental unless you 
sacrifice a land. 


“When the bog waiks, the wise run.” 


—Erissa, bog witch 
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i ®, Sacrifice a land: Target creature 


. gets +2/+0 until end of turn. 


“Go ahead. Take it. You'll be so very 


powerful... and what harm can it do?” 


If'ar opponent controls seven or more 


lands, Avatar of Pury costs 6 less to 


of turn: 


If there are ten or more créature cards 
total in all graveyards, Avatar of Woe costs 
6 less to play. 


f Avatar of Woe can’t be blocked except by 


artifact creatures and/or black creatures. 
&: Destroy target creature. It can’t be 
regenerated. 


> Mercenary 


, Sacrifice a land: Search your library 
for a Mercenary card with converted 
mana cost 2 of less and put that card 
into play. Then shuffle your library. 


Jlilws. Brian Snoddy 
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X ¢@, ©, Discard two cards from your 
hand: Return X target creatures to 
their owners’ hands. 


The Keldons didn’t know her name, but 
they still cursed her in battle. 


} If you have 3 life or less, Avatar of | 


Hope costs @ less to play. 


} Avatar of Hope may block any 
| number of creatures. 


Enchanted land has “@: This land 


+ | deals 1 damage to target creature 
| or player.” 


Wherever they went, the Keldons 
transformed the land wito a weapon. 


Branded Brawlers can’t attack if 
defending player controls an untapped 
land. } 


Branded Brawlers can’t block if you 
control an untapped land. 


“Phe stvord or the lash. Cheose.” 
-—Akul, Keldon whip sergeant 
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Z 


You may play Alexi’s Cloak any time 
you could play an instant. 


Enchanted creature can’t be the target 
of spells or abilities. 


“Doesn’t look like much, does it?” 
Alexi, zephyr mage 


‘Trample 


Ifan opponent controls at least four ¢ 
more creatures than you, Avatar of 


Might costs 6 less to play. 


| Target player’s life total becomes 20. 


“The fourth wind of ascension is Anointer, 


| deifying the worthy.” 


—Keld Triumphant 


Activated abilities on Rebel cards cost 


i an additional “Sacrifice a land” to play. 


“They vio longer cave about thetY oton 
suffering. Show thent something toore.” 


—Latulla, Keldon overseer 
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An engine is a small subset of cards that 
combine to produce powerful effects 
Many turns in a row. The most common 
type of engine is a card-drawing engine, 
and many versions exist. There are 
engines at the heart of most combo 

decks, but the two are not necessarily 


intertwined. Ideally, as in the case of the 
Well of Discovery engine, each of the 
cards is useful on its own. 
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You may play Alexi’s Cloak any time 
you could play an instant. 
Enchanted creature can’t be the target 
of spells or abilities. 


x @, &, Discard two cards from your 
hand: Return X target creatures to 
their owners’ hands. 


{-®, Sacrifice a land: Target creature 


| instead of paying Abolish’s mana cost. ; : z 
4 elatagihe e gets +2/+0 until end of turn. 
; Destroy target artifact or enchantment. 


t As war raged on, the young mages became 
| more direct in their tactics, often at great cost. 


“Go ahead. Take tt. You'll be so very 


Seceee The Keldons didn’t know her name, but 
powerful... and what harm can it do? Ege : seine 


: ; “Doesn’t look like much, does it?” 
they still cursed her in battle. } 


Alexi, zephyr mage 


ve 
fr 
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Beppe i ; 
1 Sacrifice a land: Destroy target ; Flying 


| enchantment. Trample 


If an opponent controls at least four F 
more creatures than you, Avatar of 
Might costs 6 less to play. 


If an opponent controls seven or more 
lands, Avatar of Fury costs 6 less to 
play. 

@: Avatar of Pury gets +1/+0 unul end 
of turn. 


| If you have 3 life or less, Avatar of 
| Hope costs @ less to play. 


i Famuraa’s rhystic mages treat magic 
| as their garden, uprooting unwanted 
| spells as bothersome weeds. 


; Avatar of Hope may block any 
! number of creatures. 


Prireeeiinrn 


If there are ten or more creature cards 
total in all graveyards, Avatar of Woe costs 
6 less to play. 


| Enchanted land has “¢: This land % 
| deals | damage to target creature 
| or player.” 


: i Target player’s life total becomes 20. 
Flying i , 

If an opponent has no cards in hand, 
Avatar of Will costs © less to play. 


| “The fourth wind of ascension ts Anointer, 


e Avatar of Woe can’t be blocked except by | bis ¥ 
| deifying the worthy.’ 


artifact creatures and/or black creatures. 


Wherever they went, the Keldans 


‘ Keld Triumphant 
| wansformed the land wto a weapon. 


: Destroy target creature. It can’t be 
regenerated. 


Creature = 5 - . steature - : 


i Branded Brawlers can’t attack if é 
At the beginning of your upkeep time defending player controls an untapped § Activated abilities on Rebel cards cost 
At the beginning of your upkeep, Sete : : Be tand: : ‘ee i ssecuaian _ : 
A sacrifice Bog Elemental unless you @ § «®; Sacrifice a land: Search your library 3 pes ‘ : a0 eee Pee 

: for a Mercenary card with converted @& | Branded Brawlers can’t block if you bs “They wo longer care about their own 
a ae . fe mana cost 2 or less and put that card # control an untapped land, : 1 suffering. Show them something coorse.” 
When the bog walks, the ele run a1 @ into play. Then shuffle your library. i t “Phe siard or the lash. Choose” s : —-Latulla, Keldon overseer 3 
Erissa, bog witch diet Po oe --Akul, Keldon whip sergeant 


E Protection from white 
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sacrifice a land. 
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“Creature —* Gt 


i 3 

| Celestial Convergence comes into play with [3 i 

| seven omen counters on it la . ®: Regenerate Chilling Apparition. 0: Tap all lands you control. Chimeric 
if 

t 

7 


Destroy all enchantments you don’t 
control, Then, if you control an 
untapped land, destroy all enchantments 
you control. 


At the beginning of your upkeep, remove an | Whenever Chilling Apparition deals 3 Idol becomes a 3/3 artifact creature 
omen counter from Celestial Convergence. | - 


| If there are no omen counters on Celestial | combat damage to a player, that player oe until end of turn 


Convergence, the player with the highest life —:{ F discards a card from his or her hand. After a chimeric idol attacked them, the 
* be er A ¢ 
} total wins the game. If two or more players | 4 : 


| are tied for highest life total, the game isa fag © Mortal minds shrivel at its touch. ee Keldons smashed all unfamiliar statues. 
} draw { i 


The chattering forest fell stlent as the 
otherworldly song began. 


At the end of each player's turn, Citadel 
sof Pain deals X damage to that player, 
where & is the number of untapped 

lands he or she controls. 


Flying 
&, Sacrifice X lands: Put X +1/+1 
counters on Copper-Leaf Angel. 


Sacrifice two lands: Return Coffin 
Puppets to play. Play this ability only 
during your upkeep, only if Coffin 
Puppets is in your graveyard, and only 
if you control a swamp. 


| Sacrifice a land: Coastal Hornclaw 
gains flying until end of turn. 


Famuraan farmers fear three things 
above all else: droughts, floods, and 
hornclaws. 


“When Serra made angels, people called 
her a goddess. My angels are far superior 
to hers,” 


“Butile & our reliaion. T hts fortress is our 


| temple” : The ground won’t accept them 
“ Latula, Reldon overseer Care salar se —Latulla, Keldon overseer 


Creature. = Beast 


Search target player’s library for up to 
seven cards and remove them from the 
game. Then that player shuffles his or 
her library. 


Destroy target land. Its controller 


Whenever Death Charmer deals ‘ BA 
t loses 2 life. 


f combat damage to a creature, that 
ae creature's controller loses 2 life unless 
Legend has it the darba gave up ts wings Be he or she pays 2. 

in return jor an extra stomach. 2 


ee At the beginning of your upkeep, 
F sacrifice Darba unless you pay ®#. 


' Nothing could grow where the vile 
smoke had been, and ne one could 
breathe it and hive. 


“The third wind of ascension is Eliminator, 
clearing Keld’s path to victory.” 


It vents the chill of the grave. Y ye 
—Keld Triumphant 


Elephant Resurgence 


€ 
oad 


| Flying | >) Whenever a creature card comes into play. 3 
ae ea the eres ge A Ee its Controller puts a creature token into | p@ Each player puts a green Elephant 
ee Attacking doesn’t cause Diving 4 ee play that’s a copy of that creature. e creature token into play. Those 
oe ane tS | | Griffin to tap. a Whenever a creature card leaves play, a @ creatures have “This creature’s power 
"You re willing to die for your homeland. | To outrace the griffin | ee all ee with the same name as e@ and toughness are cach equal to the 
Ton coring te Rel or i? ss at creature from the game. number of creature cards in its 
: —Latuia, Keldon overseer When Dual Nature leaves play, remove all fa ee controller's graveyard.” 
toketis created with it from the game: E ae 


Destroy target land: Devastate deals 
{ damage to each creature and each 


—Kipamu expression meaning 
“to do the impossible” 


ase: 
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- Gndbringer's R vel oe os. 


4: Return target creature card froma 
graveyard to its owner's hand. Any player 
may play this ability but only any time 
he or she could play a sorcery. 


First death. Then Shauku. 


a POPS Poe Stow B 
Sacrifice a land: Fault Riders gets | 
+2/+0 and gains first strike until 
end of turn. Play this ability only 
once each tur, 


They nirn geological upheaval ite 
tactical advantage. 


‘Target player discards a card at 
random from his or her hand. Then 
that player discards another card at 
random from his or her hand unless 
he or she pays 4. 


The Keldons would never admit it; but 
Greel unsettles thent, too. 


to Glittering Lion. 


%: Until end of turn, Glittering Lion 
+ loses “Prevent all damage that would 
| be dealt to Glittering Lion.” Any player 
| may play this ability. 
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| Enchanted creature may block any 
| number of creatures. 


“Tell me again,” said Latulla, raising 


| her fist, “how just one woman held back } 
| an entire Keldon platoon.” 


Fen Stalker 


Fen Stalker can’t be blocked except 
by artifact creatures and/or black 


f creatures as longsas you control no 


untapped lands. 


t As silent as a shadow, and just as hard @ 


to flee. 


| Enchanted land has “4: Prevent the 
i next 1 damage that would be dealt to 
; target creature or player this turn.” 


| Some lands are soothing, and their peace 
i can be felt in the soul. 


| Prevent all damage that would be dealt 
i to Glittering Lynx. 


2: Until end of turn, Glittering Lynx 


loses “Prevent all damage that would 
; be dealt to Glittering Lynx.” Any player 
i; may play this ability. 
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f, Sacrifice a land: Draw a card. 
Any player may play this ability. 


“There are secrets out there begging to 
be rediscovered. We just need to look in 
the right places.” 

—Tefert, planeswalker 


Whenever Pickle Efreet attacks or 

| blocks, flip 4 coin at eid of combat. 
Tf vou lose the flip, an opponent gains 
gonirol of Fickle Eireet. 


Flanie chooses us pin course. 


You may discard an island and 
another card from your hand 
instead of paying Foil’s mana cost. 


Counter target spell. 


x, ©, Discard two cards from your 


| hand: Target player discards X cards 


at random from his or her hand. 


“You're Latulla’s gift to nie, and I akeays 
play with ney presents.” 


OU 
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OU 
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OO 
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| Remove target attacking creature from 
| the game unless its controller pays ®. 
“Creation is no great feat. Anything you 


| make, I can unmake in a heartbeat.” 
j —Alexi, zephyr mage 


You may discard a mountain from 


/ your hand instead of paying 
| Blanieshot’s mana cost. 


Flameshot deals 3 damage divided 
as you choose among any number 
Of target creatures. 


At the beginning of your upkeep, you 
may remove a land card in your 
graveyard from the game. Ifyou do, 
puta +1/+1 counter on target 
creature. 


You may play Greel’s Caress any time 
you could play an instant. 
Enchanted creature gets -3/-0. 


| Greel’s grin is far less loathsome than 
his touch. 


OO 
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OO 
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When Gulf Squid comes into play, 
tap all lands target player controls. 


| If it could capture the power it wastes, 
it would be invincible. 


At the beginning of each player’s 


F upkeep, that player puts the top card 

of his or her library into his or her 

F graveyard. He or she then puts X 1/1 

+ black Minion creature tokens into 
play, where X is that card’s converted 4 


Mana Cost. 


Rou Spence 
ri 


You may play Jolrael’s Favor any time 
you could play an instant. 


1 ®: Regenerate enchanted creature. 


“War destroys; nature renews.” 
—Jolrael, empress of beasts 


When Keldon Firebombers comes into 


; play, ¢ach player Sacrifices all lands he 3 


; 


oa 


or she controls except for three. 


“Ef there ist enough of Jamuraa left to 
Stand on, ] worl snl claim it for Keld? 3 
Lamia, KReldon everseer 
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Hazy Homunculus is unblockable as 
long as defending player controls an 
untapped land. 


They hide in dreams and whispers and 
faraway thoughts. 


Tnflame deals 2 damage to each 
creature dealt damage this turn. 


Wound, maim, kul: its all the same to 
a Keldon. 


1, Sacrifice two lands: Destroy 


| target land. 


“Fields can be replanted. Settlements 
can be rebuilt. Burn tt ail.” 
—-Latulla, Keidon overseer 


X @, ©, Discard two cards from your 


| hand: Latulla, Keldon Overseer deals 


XX damage to target creature or player 


“Revervihing around her suffers” 
Haddad; Ripanie soldier 


As Heightened Awareness comes into 
play, discard your hand. 


At the beginning of your draw step, 
draw a card. 


“Tt startles me how alive one feels on the 
edge of death.” 
—Barrin, master wizard 


; Sacrifice two lands: Jeweled Spirit gains 
; protection from artifacts or from the 
; color of your choice until end of turn. 


| As he knows all the world completely, the 
i world refuses him harm. 


Trample 
Keldon Battlewagon can’t block. 


When Keldon Battlewagon attacks, 
sacrifice it at end of combat. 

Tap an untapped creature you control: 
Keldon Battlewagon gets +X/+0 until end 
of turn, where X is the tapped creature’s 
power. 


You may play Latulla’s Orders any time } 


/ you could play an mstant. 


= Whenever enchanted creature deals 
/ combat damage to defending player, 
2; YOU inay have it destroy tarmet artifact 


that player controls. 


139/143 


OO 
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Hollow Warrior can’t attack or block 
unless you tap an untapped creature 
you control. (This cost is paid as attackers 
or blockers are declared.) 


Though it moves hike a living thing, anyone 
can tell it lacks a soul—not to mention 
mercy. 


2 ®, &, Discard two cards from your 
hand: Until end of turn, all lands 


® target player controls are 3/3 creatures 


if 


1 


that are still lands, 


“I need no army. I have Jamuraa.” 


3 


Whenever Keldon Berserker attacks. if 3 


| you control no untapped lands, it gets § 


+3/+0 until end of turn. 


They fight bevond thought, beyond fear, 


and bevyord ntercy, 


Whenever Lesser Gargadon attacks 
i or blocks, Sacrifice a land: 


died on by a gargadon 
~Kipaniu expression meaning 
“siped oul” 


Enchanted land ts a 5/6 green Treefolk 
creature that’s still a land. 


Keldons were accustomed to rugged 
terrain, but they never expected it to be 
aperesstve, 


Swampwalk (Thi creature is unblockable 
as long as defendiig player controls a 
seuamp:) 

Though a powerful constrictor, it prefers 
simply to drown is prey. 


You can’t untap more than one land 
during your untap step. 


Cines have crumbled under its weight. 


Whenever a player puts a creature card 
into play, that player returns a land he 
or she controls to its owner’s hand. 


The Kipamu League knew what Keld 
refused to acknowledge: the land could 
Support no more. 


OU 
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2% *, ©, Discard two cards from your 


| hand: Destroy all creatures except for 
} Mageta the Lion. Those creatures can’t 
| be regenerated. 


| In the jungle of war there is always a Lion. 


£1993. 2o0y 


oA ESD Re 


Mercenary Informer can’t be the target 


} of black spells or abilities. 


2: Put target Mercenary card on the 
bottom of its owner’s library. 


The problem with rebels is that they so 
quickly reject authority. 


®: Nakaya Shade gets +1/+1 until 


. end of turn unless any player pays 2. 


Made strong by reckless magic. Made 
horrid by reckless strife. 


Up to three target creatures can’t 
block this turn. 


Sometimes everyone decides to go for t | 


help at the sanze tie. 
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; You may play Mageta’s Boon any time 
} you could play an instant. 
; Enchanted creature gets +1/+2. 
| When the Lion roars, his cubs grow 
} stronger. 
—Kipamu saying 


| &, Sacrifice Mine Bearer: Destroy 
| target attacking creature. 


“The Keldons may have explosive 


| tempers, but I have explosives 


Enchanted land has “@: This land 


deals 1 damage to each creature and 


each player.” 


Ulumately, tt became a three-way battle: 
the land attacked both armies. 


Flying, first strike 
At the beginning of your upkeep, 
sacrifice Pit Raptor unless you pay 


Lands target player controls don’t 
untap during his or her next untap 
step. 


The scent of magic can rob you of your 
senses, blinding vou to the world. 


| Target unblocked creature deals combat 
; damage to its controller instead of to 
} you this turn. 


} “Enemies can be your weapons or your 
} shields. Simply show them which they are.” 
The Teachings of Zho 


* “Sorcery 


You may discard a swamp from your 
hand instead of paying Outbreak’s mana 


& Cost. 


Choose a creature type. All creatures of 
that type get -1/-1 until end of turn. 


This plague chooses tts victims. 


Creature 


Whenever Plague Fiend deals combat 


s damage to a creature, destroy that 


creature unless its controller pays 2. 


As the strange plague ravaged Famuraa, 
the fiends multiphed. 
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Look at target player’s hand, choose an 
instant or sorcery card from it, and ap seme ne j ne 
i ¢ y E eee eure et : ee : Return Quicksilver Wall to 
remove that card from the game. You seen ae epcbe aces S eter eas ; : 4: Re curl ei ages Wall te a 
7 e si Sat 3 mers P a s aver ay plav 
may play the card as though it were in oe an ai d owners hand. Any player may play 
‘ aiattte 
your hand as long as the card remains taunt razo dicks with long sticks . : : this abilit 
removed from the game. At end of turn, the - : : i BS ae Gos os Gill wall One 
= c r RE fil aie, RE MO RU Wall. LL 


“ Destroy all creatures you don’t t 
| control. They: can't be regenerated. 


(Walls can’t attack 


“The second wind of ascension is Reaver, 
; slaying the unworthy.” — 
i -~Keld Triumphant 3 if you haven’t played the card, return it 
to its owner’s hand. 


ais. Alan P olla ae 


01 mer can’t che the = of 
oe Spells 0 eee =, Counter target spell unless its 
; controller pays &, where X is its 
| converted mana cost. 


iW henever you’re attacked, if Reveille 
i Squad is untapped, you may untap 
| all creatures you control. 


he. a mercenaries is 5 hae if you f | “Are you sure you want to do that?” § 1 “To arms! To arms! The Lion roars!” 


bry fate, others can too. 


PE EECEGEE D6tG EEG 


#: Any player may pay &. If no one f= €: Tap target creature unless its 
| does, the next time a source of your | F controller pays 7. 
| choice would deal damage to you this | 
turn, prevent that damage. 


Draw three cards. Then, if any 
> J 
A player pays 2, discard three cards 
; ; oe . @@ from your hand. 
“Pll rain down on you with the power %3 : i é fa ; 
of magic itself. Then we'll see who | : Poe fe “The tricki 


to ask when no one’s 
| prevails. 


The circle buys time—an important 


commodity in battle. 


Creatures you control get +0/+1 
; until end of turn. They get an 


| additional +0/+2 until end of turn | 


unless any player pays @. 


A shield for one is good. A shield for 


everyone is even better. 


OO Plague Wind 


74/143 


OU Rebel Informer 


75/143 


OO Rhystic Circle 


19/143 


(L] Rhystic Shield 
20/143 
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—Alext, zephyr mage 


| Whenever an opponent plays a spell, 


you may draw a card unless that player 


| pays ‘©. 


Friends teach what you want to know. 
Enemies teach what you need to know. 


OO Psychic Theft 


40/143 


OU Rethink 


42/143 


OU Rhystic Deluge 


43/143 


OO Rhystic Study 


45/143 


: arget player pays 3, he or she 
| loses 5 life and yo gain 5 life. a 


Jamuraan w wizards are linked together 


Bae bY magic, a bond that only the wicked 
e dare ae : 


listent 


PROPHECY ENCYCLOPEDIA 


OO Pygmy Razorback 


120/143 


OO Reveille Squad 


18/143 


OO Rhystic Lightning 
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OO Rhystic Syphon 
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OU Quicksilver Wall 


41/143 


OU Rhystic Cave 


142/143 


OO Rhystic Scrying 


44/143 


OU Rhystic Tutor 


77/143 
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Rib Cage Spider may block as though 
it had flying. 


Everything it sees tt considers food—and 
with that many eyes, it’s not Liable to. 4 
miss much. 


Prevent the next 1 damage that would 
dealt to target creature this turn. Any 
player may play this ability. 
Our war is against suffering, not against 
those who cause it. 
Samite creed 


eH cei pb pier 


i Basic lands each player controls can’t 

be the targets of spells or abilities as 
long as that player controls three or 

| fewer lands. 

| “It matters not if the gods hear my prayers. 

| Jamuraa does.” 


POR S SHC ards Of the Cagst A 


+ You may discard a forest from your 
+ hand instead of paying Snag’s mana 
COSt. 
Prevent all combat damage that 
would be dealt by unblocked 
creatures this turn. 


Flying 

2: Ribbon Snake loses flying until 
end of turn. Any player may play thi 
ability. 


All snakes slither. Only this one soars. 


Seoria Gat gets +3/+3 as long as 
you control no untapped lands, 


) tare, 


Cire 
sotaer 


2%: The next time target attacking 

creature would deal combat damage to | 

Shield Dancer this turn, that creature | 
; deals that damage to itself instead. 


i The harder your strike, the stronger her 
i defense. 


} Whenever Soul Charmer deals 

; combat damage to a creature, you 
| gain 2 life unless that creature’s 

i controller pays 2. 


| She seeks the warmth of the living. 
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#: Ridgeline Rager gets +1/+0 until 
end of turn. 


While araties battled across Famuraa, 
beasts stalked the high places loaking 
jor cretias. 


Shuttle your graveyard, An opponent 
chooses a card from it at random. If 
that card is a creature card, put ic into 
play, Otherwise, remove it from the 
gare. 


Theres no rest for a Reldon, 


Whenever Shrouded Serpent attacks, 
defending player may pay #. If he or 
she doesn’t, Shrouded Serpent is 
unblockable this turn, 


| Many travelers have wandered into a fog 
only to find that it had teeth, claws, and 
an appetite. 


Return two target creature cards 
from your graveyard to your hand 
unless any player pays X. 


Everyone is manipulated. It’s just more 
obvious with the dead. 
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Mercenaries don’t untap during 
their controllers’ untap steps. 


TheVintara Porest welcomes its enemies 
with a crushing embrace. 


Searing Wind deals 10 damage to 
target creature or player. 


1 The first wind of ascension & Porger, 9 
| DUPMING acuay TIP UNE.” : 
Keid Triumphant 


When Silt Crawler comes into play, 
tap all lands you control. 


If they could replenish the land instead 
oj draining tt, Janturaa would be teeming 
qith them. 


Flying 

Sacrifice Spiketail Drake: Counter target 
spell unless its controller pays 3. 

“The spell will have to watt,” said Alext, 
pointing up. “Drakes.” 
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Flying 
Sacrifice Spiketail Hatchling: Counter 
target spell unless its controller pays ‘f. 


It dodges waves of water to prepare for 
waves of magic. 


1 ®, Sacrifice a land: Put nwo 1/1 
green Squirrel creature tokens into 
play. 


1 ®, Sacrifice a land: All Squirrels 
get +1/+1 until end of turn. 


“Gnawed to death, Bad wary to go.” 


| He: Target attacking creature gets 
| -1/-0 until end of turn. 


| Most soldiers think of the sword as a 
weapon. In the hands of Zho monks, 
swords are also the strongest of shields. 


Spitting Spider may block as though 
it had flying. 
Sacrifice a land: Spitting Spider 


deals 1 damage to each creature 
with flying. 


Target creature gets +1/+1 until end 
of turn. Another target creature gets 
-I/-1 until end of turn. 


With each grunt of pain from Haddad, | 


Greel’s grin widened. 
& 


Sacrifice Task Mage Assembly. 


i 


When there are no creatures in play, ' 


2: Task Mage Assembly deals | 
damiage to target creature. Any plaver 
may play this ability but only any” 


Sacrifice Spore Frog: Prevent all 
combat damage that would be dealt 
this turn. 


The end of one life is merely the beginning 
of thousands more. 


Flying 
Sacrifice a land: Return Stormwatch 
Eagle to its owner’s hand. 


When eagles leave the sky, sailors leave 
the sea. 


Whenever Thresher Beast becomes 
blocked, defending player sacrifices 
a land. 


Zt destroys everyting mm its path, nchading | 


the path itself. 


es 
Spur Grappler gets +2/+1 as long as i : 
you control no untapped lands, aos 


| Grapplers hunt in packs, driving their ee 
VICHMIS OVer Steep mountain cliffs, F 


Enchanted land has “@: Counter 
target spell unless its controller 
pays f.” 


The land ts heavy with promise, the 
harvest ripe with betrayal. 


Put a +1/+1 counter on each of X 
target creatures. 


“We wait and watch, and as we 
repare for tear, we grow strong.” 
> - 


_ time he or she could play a sorcery. 


| Sacrifice a land: Prevent the next 2 | | Flying Enchanted land has “@: Target 
; damage that would be dealt to target | At the end of your turn, tap all lands creature gets +1/+1 until end of 


f e i %: 
5 , t | creature or player this turn. you control. * turn. 
| The Keldons took several of the steeds as | | oe Pp : 


| trophies of war. They’d never seen such | “Which is worse: nothing to defend, or 
| a light beast stand so firm. 


| Sacrifice a land: Trenching Steed gets 
| +0/+3 until end of turn. 


As erratic and turbulent as a summer 


Folvael tends the land so that the land’ 
i no one to defend it?” squall. 


will tend the beasts. 
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Veteran Brawlers can't attack if 


4 
i defending player controls an untapped i. 


i land. 


| Vereran Brawlers can’t block if you 
; control an untapped land: 


‘| Death awaits them on both fronts. 


(Walls can’t attack.) 


3.: Destroy Wall of Vipers and target 
f creature it’s blocking. Any player may 


play this ability. 


What wall can never be climbed, but is 
always scaled? —Nakaya riddle 


e-Mare Bishan: n 


cbs ak ti 


Creature" 


At the beginning of your upkeep, 
: sacrifice Whipstitched Zombie 
F unless you pay ®. 


t Pity the tailor. 


Wintermoon Mesa comes into play tapped. 
: Add one colorless mana to your mana 
|| Poor. 
i) 2, @, Sacrifice Wintermoon Mesa: Tap 


Trample 


3:Vintara Elephant loses trample 
until end of turn. Any player may play 
this ability. 


Trained with the aid of rlystic magic, 
they become uneasy in its absence. 


At the end of your turn, if you control 
no untapped lands, draw a card. 


When you have given everything, then 
you are capable of anything. 
—Wéll inscription 


‘Target creature gets +1/+1 until 
end of turn. That creature gets an 
additional +4/+4 until end of turn 
unless any player pays 2. 


The hunted can become the fiercest 
hunters. 


Return target creature to its owner’s 
hand. Then return another target 
creature to its owner’s hand unless its 


Vintara Snapper can’t be the target of 


spells or abilities as long as you control } 
no untapped lands. 


“The snapper is still when ail else moves 


. And strikes when all are dozing.” 


—~JYales of the Vintara Forest 


¢ At the end of your turn, if you control 
f no untapped lands, you gain 2 life. 


When you have given everything, then 
you have everything to gain. 


—Well inscription 


Flying 
Whenever Windscouter attacks or 
blocks, return it to its owner’s hand 


; at end of combat. 


These nimble ships were designed for 
hit-and-run tactics. 


2: Zerapa Minotaur loses first strike 
until end of turn. Any player may play 


Creatures you control get +7/+7 until 
end of turn. 


“The fifth wind of ascension is Exalter, 
Fulfilling Keld’s destiny.” 
-~—Keld Triumphant 


@. Target creature gains haste until 


end of turn, (7 wiay attack and @ the 
| turn Wt comes Under your control.) 


Wing Storm deals X damage to 
each player, where X is twice the 
number of creatures with flying that 
player controls. 


A thousand wings beating as one can 
choke the sky itself. 


controller pays ®. this ability. 


“We outnumber them! Charge! Charge! 
Hey, where d you guys go? Retreat! Retreat!” 


two target lands: i 
i There's wo difference between bone and 


Dark w& light and day is night | crystal wher it’s piercog your throat, 


Wher the cotter noon shines, 
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a battle if you don't ki low 


the next gef 
of real-time 
Here youll” 


to lead your. for 


with surtout 
your army. And 
hero as you exp 
Because what's 


on your shoulders? 
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Wereawxia rem 


SE IASY 


< . Cast over 90 unique spells and 
& * i % 4 é 2 
Combine elements eb Si 2 and se G share their power with troops 


} within your command radius 


Challenge up to five other 
Warlords over the Intern 
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